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DETAILED ACTION 

In response to the amendments filed on 7/17/06, claims 1-3 have been amended. Claims 
1-6 are pending in the current application. 

Claim Rejections - 35 USC § 102 

The following is a quotation of the appropriate paragraphs of 35 U.S.C. 102 that form the 
basis for the rejections under this section made in this Office action: 
A person shall be entitled to a patent unless - 

(b) the invention was patented or described in a printed publication in this or a foreign country or in public use or on 
sale in this country, more than one year prior to the date of application for patent in the United States. 

Claims 1-5 are rejected under 35 U.S.C. 102(b) as being anticipated by Davis. 

Regarding claim 1, Davis discloses a computer program product in which a player- 
character who virtually fires bullets responding to the input operation of a player, and an enemy- 
character are disposed in a virtual space, and a computer program for causing a computer system 
to execute processing for displaying the status in the virtual space viewed from a virtual 
viewpoint on a screen is recorded in a computer-readable recording medium (ie: the first player 
perspective of the player character in the virtual game), wherein the computer program causes 
the computer system to determine whether a visual effects request for requesting visual effects 
processing was input by a player (ie: shoots a locust of bullets when player input is received), if 
the visual effects request was input, the computer program causes the computer system to 
execute image display processing with visual effects such that the display speed of at least the 
enemy-character and each of the bullets fired from the enemy-character becomes slower than the 
display speed of objects displayed in association with the player operation (see Davis, "Time 
Crisis 2: Review "). Additionally, Davis discloses a game program that causes the computer 
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system to determine whether at least one of the enemy-characters will collide with the moving 
locus of the bullet fired from the player character (ie: enemy-characters are disposed when shot 
with the locust of bullets (see Davis, 'Time Crisis 2: Review"). Furthermore, Davis discloses a 
program wherein a shooting target will collide with the moving locus of the bullet fired from the 
player-character, the computer program causes the computer system to display the image of the 
shooting target being shot at the screen and the computer system to display the elapsed amount 
of the remaining time when image display processing of the visual effects can be executed on the 
screen (see Davis, "Time Crisis 2: Review "). 

Regarding claim 2, Davis discloses a computer program product wherein the computer 
program causes the computer system to determine whether processing transits to bullet fire wait 
status where a bullet is fired from the enemy-character to the player-character at least within a 
predetermined time period (ie: Time Crisis 2 's game system processes the player input responses 
from the guns and the bullet fire from the enemy-character 's and displays it on the video screen). 
Additionally, Time Crisis discloses that is processing transits to the bullet fire wait status the 
computer program causes the system to determine whether the player input performs the visual 
effects request (ie: processing when a bullet is fired) (see Davis, "Time Crisis 2: Review "). 

Regarding claim 3, Davis discloses a computer program product wherein the computer 
program causes the computer system to measure the elapsed time amount at which image display 
processing with the visual effects is not executed and to increase the remaining time according to 
the elapsed time amount (ie: must reach a certain goal before time expires) (see Davis, "Time 
Crisis 2: Review"). 
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Regarding claim 4 5 Davis discloses a computer program product wherein the computer 
program causes the computer system to determine whether the mode is a mode where two or 
more players play, and to update the remaining time so that the increasing amount of the 
remaining time is increased at an amount different from when it is a mode where one player 
plays (ie: Time Crisis 2: has a different goal or predetermined value for increasing amount in 
time dependent on play in single or multiplayer mode) {see Davis, 'Time Crisis 2: Review"). 

Regarding claim 5, Davis discloses a computer program product wherein the computer 
program causes the computer system to determine whether the image display processing of the 
visual effects is being executed and if it is determined that the image display processing the 
visual effects is being executed and the computer program causes the computer system to 
execute image effects processing for changing the display mode visually before and after the 
image display processing with the visual effects is executed for at least one enemy character {ie: 
Time Crisis 2 's interaction between the player character and enemy character *s shooting each 
other and the system processing the visual effects to be displayed based on the player inputs) 
{see Davis, (< Time Crisis 2: Review"). 

Claims 1-6 are rejected under 35 U.S.C. 102(b) as being anticipated by Satsukawa et 
al. (US 6,379,249 Bl). 

Regarding claim 1, Satsukawa et al. disclose a computer program product, in which a 
player-character who virtually fires bullets responding to the input operation of a player and an 
enemy-character who is computer-controlled to virtually fire bullets at the player-character are 
disposed in a virtual space, and a computer program for causing a computer system to execute 
processing for display the status in the virtual space viewed from a virtual viewpoint on a screen 



Application/Control Number: 10/682,418 Page 5 

Art Unit: 3714 

is recorded in a computer-readable recording medium (ie: the first player perspective of the 
player character in the virtual game) (see Fig. 2 and the related description thereof col 7 -col 
18-col 8: In 55). Additionally, Satsukawa disclose that the computer program causes the 
computer system to determine whether a visual effects request for requesting visual effects 
processing was input by a player (see col 7: In 28-65, col 8: In 36-60). Satsukawa then disclose 
that the visual effects request once input, causes the computer system to execute image display 
processing with visual effects such that the display speed of at least the enemy-character and 
each one of the bullets fired from the enemy-character becomes slower than the display speed of 
objects displayed in associated with the player operation (ie: shoots a locus of bullets when 
player input is received) (see col 8: In 24-55). Furthermore, the computer program causes the 
computer system to determine whether at least one of the enemy-characters to be the shooting 
target and the bullet fired from the enemy-character will collide with the moving locus of bullet 
fired by the player character (ie: enemy-characters are disposed when shot with the locus of 
bullets) (see col 7: In 5-28). Satsukawa also discloses that if the shooting target collides with 
the moving locus of the bullet fired from the player-character the computer program causes the 
system to display the image of the shooting target being shot on the screen and the program 
causes the computer system to display the elapse amount of the remaining time when the image 
display processing with the visual effects can be executed on the screen (col 1 1 : In 13-col. 12: In 
62). 

Regarding claim 2, Satsukawa discloses the computer program product wherein the 
computer program causes the computer system to determine whether processing transitions to 
bullet fire wait status where a bullet is fired from the enemy-character to the player-character 
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within a predetermined time, and if processing transitions to the bullet fire wait status, the 
computer program causes the computer system to determine whether the player input called for a 
visual effects request {see Fig. 24 and the related description thereof, col 12: In 32-67). 

Regarding claim 3, Satsukawa disclose a computer program wherein the computer 
program causes the computer system to measure the elapse time amount at which image display 
processing with the visual effects is not executed and to increase the remaining time according to 
the elapsed time amount {ie: must reach a certain goal before time expires) {see col 9: In 39-col 
10 : In 11). 

Regarding claim 4, Satsukawa disclose a computer program wherein the computer 
program causes the computer system to determine whether the mode is a mode where two or 
more players play, and to update the remaining time so that the increasing amount of the 
remaining time when it is determined that the mode is a mode where two or more players play 
{see col 9: In 39-col 10: In 30), becomes different from the increasing amount of the remaining 
time in a mode where one player plays. 

Regarding claim 5, Satsukawa disclose a program product wherein the computer program 
causes the computer system to determine whether the image display processing with the visual 
effects is being executed and if it is determined that the image display processing with the visual 
effects is being executed, the computer program causes the computer system to execute image 
effects processing for changing the display mode visually before and after the image display 
processing with the visual effects is executed for at least the enemy-character {see Fig. 2 and the 
related description thereof col 8: In 23-54). 
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Regarding claim 6, Satsukawa disclose wherein the visual effects request input is a 
control signal, which is output to the computer system when a player steps on a foot pedal 
connected to the computer system (see col. 8: In 23-36). 

Claim Rejections - 35 USC § 103 
The following is a quotation of 35 U.S.C. 103(a) which forms the basis for all 
obviousness rejections set forth in this Office action: 

(a) A patent may not be obtained though the invention is not identically disclosed or described as set forth in 
section 102 of this title, if the differences between the subject matter sought to be patented and the prior art are 
such that the subject matter as a whole would have been obvious at the time the invention was made to a person 
having ordinary skill in the art to which said subject matter pertains. Patentability shall not be negatived by the 
manner in which the invention was made. 

Claim 6 is rejected under 35 U.S.C 103(a) as being unpatentable over Davis as 
applied to claims above, and further in view of www.KLOV.com Namco's Time Crisis: 2. 

Regarding claim 6, Time Crisis II teaches a computer game product as discussed above 
however is silent with regard to a physical representation of an game machine where wherein a 
visual effects request input is a control signal that is output to the computer system when a foot 
pedal connected to the computer system is stepped on or used by a player (see Davis, 'Time 
Crisis 2: Review"). Namco's arcade machine of Time Crisis 3 teaches the incorporation of the 
foot pedal into an arcade machine. The pedal is incorporated to allow the user to duck and avoid 
enemy-character bullets and also to enable the character to reload. One would be motivated to 
combine these two teachings because Namco's Time Crisis 2: arcade machine shows the original 
embodiment of the "duck" button as taught in Davis'. Therefore it would have been obvious to 



Application/Control Number: 1 0/682,41 8 Page 8 

Art Unit: 3714 

one of ordinary skill in the art at the time the invention was made to incorporate the foot pedal of 
Davis in the way taught by Namco's Time Crisis 2 {see www.klov.com; Namco 's arcade game). 

Response to Arguments 

Applicant's arguments filed 7/17/06 have been fully considered but they are not 
persuasive. Applicant's representative argues with regard to Davis that it does not disclose an 
"image display processing with visual effects such that the display speed of at least the enemy- 
character and each one of the bullets fired from the enemy-character becomes slower than the 
display speed of objects displayed in association with the player operation". Examiner notes that 
although the disclosure of Davis is of a high level analysis of the game Time Crisis II, it 
discloses the elements necessary for a first person shooting game. The idea of display bullets 
fired from the player characters and the enemy characters and displaying them visually on the 
screen for a player to recognize and interact with the game are inherent features in the shooting 
game arts. Additionally, Davis discloses the aspect of using a control feature to "execute image 
display processing with visual effects" or to "display the image of the shooting target being shot 
at on the screen" through the screenshots included in the description. These features are also 
common and well known in the gaming arts and especially inherent with regards to first person 
shooter games. 

With regards to the applicant's arguments towards "Namco, Time Crisis 3", the Examiner 
has already mentioned that although the appearance of "Namco Time Crisis 3" appears in the 
PTO-892 the intention was for it to be "Namco Time Crisis 2". With regards to the arguments 
presented against the actual article retrieved from www.klov.com , the Examiner is not relying 



Application/Control Number: 10/682,418 



Page 9 



Art Unit: 3714 

on the date of May 09, 2003 for the supplied document itself, but simply as a way to show the 
that the game disclosed was a matter or "public use" and "on sale" well before the time the 
applicant filed the application. The intent of the article retrieved from www.klov.com was simply 
to disclose that the limitations claimed by the applicant were old and well known in the art and 
had been circulating through the public well before the applicant's filing date. Therefore 
although the article was published on May 09, 2003 it describes a game machine that had been 
used in the public since 1998 and therefore the rejection still stands on a basis of "public use" or 
"on sale" (see MPEP 21 33.03 (a-b)). 



Any inquiry concerning this communication or earlier communication from the examiner 
should be direct to Ryan Hsu whose telephone number is (571)-272-7148. The examiner can 
normally be reached on M-F 8:30 AM - 5:00 PM. 

If attempts to reach the examiner by telephone are unsuccessful, the examiner's 
supervisor, Robert P Olszewski can be reached at (571)-272-6788. 

Information regarding the status of an application may be obtained from the Patent 
Application Information Retrieval (PAIR) system. Status information for published applications 
may be obtained from either Private PAIR or Public PAIR. Status information for unpublished 
applications is available through Private PAIR only. For more information about the PAIR 
system, content the Electronic Business Center (EBC) at 1-866-217-9197 (toll-free). 



Conclusion 
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